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Abstract 
As citizens increasingly use live-streaming for first-hand political content, more and more politicians start 
to embrace livestream platforms to conduct live political campaigns. Extant research has not been clear 
about how online livestream platforms enable live stream features that afford political persuasion and 
political participation. Through the theoretical lens of affordance, we use Fogg’s Behavior Model of Change 
as our framework to study how users perceived persuasive affordances on livestream platforms foster their 
political mindfulness and promote their political participation. In particular, we identify persuasive 
affordances that enable sufficient ability, necessary motivation and effective nudging for prompting users’ 
political mindfulness and participation. This study contributes to the IS literature by proposing the 
framework of persuasive affordances on livestream platforms for e-politics. Furthermore, we add to the 
theories related to mindfulness and affordances by exploring the relationship between persuasive 
affordances and mindfulness in the context of e-politics. 
Keywords 
Persuasive affordances, live streaming, political mindfulness, political participation, social media 
platforms. 
Introduction 
Live-streaming has now become an essential part of many social media platforms (Hu et al. 2017; Israele 
2017). This is attributed to the ubiquity of mobile devices and consumers’ mobile consumption behaviors: 
consumers have strong desires for original content and enjoy social interaction while watching (Hilvert-
Bruce et al. 2018; Westcott et al. 2018). For these reasons, all the major social media platforms, such as 
Twitter and Facebook, have been promoting new features and products incorporating live-streaming in 
order to reach their audience (Hu et al. 2017). As a result, live-streaming content has been growing rapidly. 
Recent forecasts show that live-streaming video content will grow 15-fold from 2017 to 2022 (Cisco 2019) 
and the market will expand from $30.29 billion in 2016 to more than $70 billion in 2021 (Markets and 
Markets 2016).  
While many people use live-streaming for entertainment (e.g., watch live TV episodes and play/watch 
online gaming) and social experience (Hilvert-Bruce et al. 2018), an increasing number of people engage in 
live-streaming politics.  Since the 2016 presidential election, 6.9 million Americans turned to live-streaming 
for first-hand political content, such as live press conferences, hearings, and briefings (Moessner 2017).  
Many politicians embrace this type of non-traditional platform to conduct political campaigns, because 
without the gatekeepers of traditional mainstream media, they can speak directly to voters via video streams 
(Harwell 2016). Live-streaming provides voters “unedited, unfiltered, and uninterrupted” content. It offers 
every viewer a “front-row seat” to the candidate, while simultaneously reaching out to millions of viewers 
(Koren 2017). More importantly, it provides a platform that enables direct conversations between the 
candidate and the public, and customized micro-campaigns at a much lower cost compared to traditional 
media such as TV. For example, Donald Trump live-broadcasted the third presidential debate via his own 
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Facebook Live, used surrogates to interact with viewers, and raised $9 million for his campaign (Persily 
2017). Trump’s live-event streams were successful. The live-streaming phenomena in the 2016 presidential 
election indicate unprecedented changes in the game of political campaign. As the media pointed out, if the 
2008 presidential election was a “Facebook election,” the 2016 election was the beginning of “live-
streaming election” (Harwell 2016, Persily 2017). As the world being in lockdown because of the pandemic, 
live-streaming undoubtedly plays a more predominant role for politicians to reach and connect with 
supporters in 2020 (Hulse 2020; Makena 2020; Corasaniti 2020). 
Foreseeing tremendous business opportunities in such changes, technology giants have started to embrace 
the changes by developing new technologies and features to specifically enable and facilitate live-streaming 
for political communications (Kreiss and Mcgregor 2017). Limited research in this area suggests that the 
capability of livestream platforms to offer personalized communication can positively shape both online 
and offline political participation (e.g., Groshek and Krongard 2016). However, extant IS research remains 
unclear about how livestream platforms afford political persuasion, cultivate political mindset, and promote 
political participation.        
Previous research on live communication has examined how technologies can facilitate coordinated 
behavior among individuals when they work together, but offered little understanding on the effect of 
technology affordances on persuasion (Te’eni 2001, Maruping and Agarwal 2004, Dennis 2008). For 
example, task-technology fit theory discusses how technology can best facilitate team interpersonal 
processes and eventually lead to team satisfaction, team commitment, and group cohesion. Media 
synchronicity theory (MST) focuses on the relationship between synchronous communication and 
communication performance (Dennis 2008). Communication performance such as mutual understanding 
and relationship establishment are the variables of interest in MST (Te'eni 2001). MST does not address 
situations in which the intent of communication media is to change viewers’ mindsets and persuade them 
to act. For instance, when politicians use live-streaming to live-broadcast political campaigns and events, 
the communication is persuasive in nature: they try to convince the audience to advocate for and support 
them. Their intentions are to use the platform to gain more exposure, receive more donations, or win more 
votes. In addition, politicians and audience do not carry equal weights in communication. Although 
participants of live-streaming can chat with the broadcaster or other viewers, the broadcaster who presents 
in the live stream is the focus of attention. Generally speaking, existing research has not been clear about 
how online livestream platforms facilitate political persuasion and how they encourage political 
participation.  
In this study, through the theoretical lens of affordance, we adopt Fogg’s Behavior Model of Change (FBM) 
(Fogg 2009) as our framework to study how users perceive persuasive affordances on commonly used 
livestream platforms (e.g., YouTube) and how perceived persuasive affordances foster their political 
mindfulness and promote their political participation. We raise the following research question:  
How do perceived persuasive affordances on online live-steaming platforms affect participants’ political 
mindfulness as well as their political participation?  
To answer this question, we integrate the literature on mindfulness and affordance in order to connect 
persuasive affordances, political mindfulness, and political participation. Accordingly, a research model is 
built and will be empirically tested with field surveys. This study contributes to the IS literature by 
proposing the framework of persuasive affordances on livestream platforms. Furthermore, we add to the 
theory of mindfulness by exploring the relationships between perceived persuasive affordances and political 
mindfulness, and between political mindfulness and political participation among online participants. 
Theoretical Model 
Persuasive Affordances  
A number of scholars have issued calls for using the lens of affordances to study and theorize “ubiquitous, 
volitional, and personal use” of information technology (IT) (e.g., Karahanna et al. 2018, p.752). The 
concept of affordance was first coined in the field of ecological psychology and refers to the actionable 
properties between an object and an actor (Gibson 1977). It “defines the possibilities and limits for action 
that a material object offers to an actor” (Robey et al. 2013, p. 386). When applied to the field of ICT design, 
affordances refer to actionable possibilities that an IT artifact affords to its users to satisfy their certain 
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needs. It provides a lens different from the technology acceptance to study “functional affordances” as “the 
possibilities for goal-oriented action afforded to specified user groups by technical objects” (Markus and 
Silver 2008, p. 622). Nevertheless, an IT artifact may afford or constrain users’ actionable possibilities, or 
fail to do so. For example, users may not be aware of a function and thus fail to actualize it or the artifact 
lacks an affordance for users’ actions (Strong et al. 2014).   As such, Strong et al. (2014) suggest to use the 
lens of affordance-actualization to study the materiality of the IT artifact. While affordances are simply 
potentials for action, they need to be actualized for purposeful use of the system. From the lens of 
affordance-actualization, effective use of a system is a result of the effective actualization of affordances in 
the system design (Burton-Jones and Volkoff 2017).  
One essential type of affordances needed to achieve such effective use is motivational affordances (Zhang, 
2008). Motivational affordances is defined as “the properties of an object that determine whether and how 
it can support one’s motivational needs” (Zhang, 2008, p. 145).  When studying human actions toward IT 
artifacts from the view of human motivation, we could gain insight into what causes user actions and why 
the intensity of their actions varies from two major motivation sources—internal and external (Zhang 
2008). Prior IS research has identified various motivational affordances (Karahanna et al. 2018) and shown 
the effectiveness of actualization of motivational affordances in ICT design (Jung et al. 2010). James et al. 
(2019) use an affordance lens to theorize fitness technology as a collection of specific feature sets and 
suggest providing affordance features that fit exercisers’ motivational profile to enhance their wellness 
outcomes. In the context of social networking sites (SNS), Chan et al. (2019) develop a meta-framework in 
which they explain how SNS affordances enable a SNS environment for SNS bullying. Similarly, in order to 
explore virtual reality (VR) and augmented reality (AR) technologies, Steffen et al. (2019) creates a 
framework of generalized affordances for virtually assisted activities relative to the affordances of physical 
reality. 
In this study, to deepen our understanding of the underlying motives driving users to take advantage of live 
streaming technologies, we also adopt an affordance lens. More specifically, we investigate persuasive 
affordances for political mindfulness and political participation on live streaming platforms. We define 
persuasive affordances as action possibilities designers intend for users to engage in. This can be achieved 
by making certain features or properties of systems more perceivable and perusable to users. Guided by 
FBM (Fogg 2009, p. 7), we argue that persuasive affordances are built upon system properties enabling 
“sufficient motivation, sufficient ability, and effective triggers.” We study persuasive affordances because 
for e-politics IT artifacts are supposed to afford massive persuasion for political mindset formation and 
political participation (Wattal et al. 2010).   
Additionally, affordances research emphasizes perceptions related to properties of objects by perceivers 
and argues that “feature placing is easiest to understand in contrast to the perception of objects with 
properties” (Chemero 2011, p. 139). Thus, in this study, we investigate political mindfulness (mindset 
formation) and political participation (action execution) as the outcomes of perceivers’ perceptions of 
persuasive affordances related to properties of platforms for political live-streaming.  
Behavior Model of Change 
FBM suggests that when IT is designed to change human behaviors, it must persuade users. When IT fails 
to incorporate persuasive properties, it often fails to afford behavioral changes (Fogg 2009). There are three 
types of persuasive properties in IT for behavioral changes: enablers, motivators, and triggers. Enablers 
offer simplicity and capability for use. Motivators work on human emotions such as sensation, anticipation, 
belonging, pain and pleasure. Triggers are prompts and nudging that provide timely signals to push 
behavioral changes (Fogg 2009). Chemero (2011) suggests that properties need to be perceived by users as 
actionable or functional in order to afford certain behavior. Thus, in this study, we rely on FBM, but focus 
on perceived persuasive affordances (perceived actions or functions offered by persuasive properties) via 
the lens of affordance.     
Political Mindfulness 
The concept of mindfulness was first raised by Langer (1989) as a mind state of alertness and lively 
awareness. It is a state of active information processing through which a person actively collects new cues 
from the environment, draws attention to them, and differentiates them by making categories and 
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distinctions (Langer, 1989). In the mindful state, a person tends to create (notice) multiple perspectives or 
be aware of the context. He/she elaborates on the message to understand and integrate it into his/her 
cognitive schema and possibly draw implications far beyond the message itself (Lee 1994; Petty and 
Cacioppo 1986). In contrast, when being in the mindless mode, he/she replies on existing categories and 
distinctions for functioning (e.g., sticking to his/her original political views). In the IS field, mindfulness 
has been studied in various research contexts, such as organizational innovation mindfulness (Fichman 
2004) and individual IT mindfulness (Thatcher et al. 2018). The common themes in these contextualized 
concepts of mindfulness are openness to novelty and multiple perspectives and appreciation of new 
experience. In this study, we define political mindfulness as a state of active deliberation on political 
messages, and openness to multiple perspectives and new political views. We argue that livestream 
platforms afford participants to engage mindfully so that they actively process persuasive messages by 
politicians and in turn they are open to ideas and policies stated in the messages. This could eventually 
create opportunities to reconstruct their political party views or preferences.  
Political Participation 
The study of political participation can be traced back to the 1950s and has grown into one of the most 
important subfields of political science. Research concerning political participation is especially interested 
in influencing citizens’ decision-making processes and actions they take to make their voices heard. Teorell 
(2006) summarized three categories of political participation: participation as influencing attempts, civic 
engagement, and political discussion. Participation as influencing attempts are behaviors aimed at 
influencing formal political institutions (i.e. the government) and their policy decisions. The most 
influential attempt in this type of participation is voting (Teorell 2006). Other attempts include protest 
activities, donating money to candidates and parties, campaigning, and showing support of candidates (e.g., 
offline yard signs, or online “liking” candidates on Facebook and displaying campaign buttons) (Valenzuela 
et al. 2009). Civic engagement refers to actions citizens take in order to pursue common concerns and 
address problems in the communities they belong to (Zukin et al. 2006). Examples of civic engagement 
include volunteering for charities and raising awareness of community issues (Skoric et al. 2016). Political 
discussion is a type of participation where citizens engage in all types of discourse and actively express their 
political opinions and preferences via democratic mechanisms.  
Political Mindfulness, Political Participation and Persuasion 
Langer’s research on mindfulness (Langer 1989; Langer & Moldoveanu 2000) has been incorporated into 
theories of attitudes and persuasion (Luttrell et al. 2014). As prior research suggests (Luttrell et al. 2014), 
mindfulness is an active process of elaboration that can be linked to the concept of the central route to 
persuasion. It’s a process of “bringing one’s full resources to a cognitive task by using multiple perspectives 
and attending to context, which creates novel ways to consider the relevant information” (Luttrell et al. 
2014, p. 258). In contrast to mindfulness is mindlessness which can be linked to the peripheral route to 
persuasion in the persuasion literature. It’s can be viewed as “a way of approaching the same cognitive tasks 
with reduced attention and a reliance on previously developed means of interpreting information” (Luttrell 
et al. 2014). This approach relies on mental shortcuts, associative inferences, and heuristics. Both mindful 
(characterized by openness and elaborative thinking) and mindless engagements (characterized by rigidity 
and rule-government behaviors) exist in processing persuasive messages. In the context of political 
campaigns, broadcasters of live stream intend to influence audiences to engage in political activities and 
thus enter into the state of mindfulness in processing of political messages, which eventually leads to their 
political participation.  
Research Model and Hypothesis Development  
We build our research model based upon FBM and the literature of affordance and mindfulness. The key 
assertions of our research model are (1) persuasive affordances on livestream platforms are perceived by 
users, (2) perceived persuasive affordances render political mindfulness and various types of political 
participation, and (3) political mindfulness as an active and open mindset leads to political participation. 
The model guides our hypothesis development below.  
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According to FBM, enablers should exist in system design to afford motivation and persuasion. Enablers 
facilitate users’ effortless actions when they perceive system features/properties afford such actions. When 
an IT artifact is designed to add users’ ability to reduce their efforts to engage in certain behaviors, it affords 
the possibilities of actualized behaviors. By reviewing the literature (e.g., MST) and livestream platforms, 
we identify two enablers, synchronicity and simplicity. Synchronicity affords a shared focus, simultaneous 
transmissions, and synchronic communications. As suggested by MST, synchronic media afford multiple 
communications to take place simultaneously and instant transmissions of messages. Such abilities enable 
a state of common focus among all types of participants (e.g., the broadcaster and the audience). When 
participants perceive such system abilities/functions, they feel more capable to engage in various political 
activities. Therefore, we hypothesize: 
H1: Synchronicity is positively associated with political mindfulness.  
H2: Synchronicity is positively associated with political participation. 
Simplicity, on the other hand, focuses on effort reduction. Simplicity can provide users capabilities for 
effortless actions, such as worry-free communication (e.g., allow anonymity) and easy composition (e.g., 
use emoji). We propose simplicity as an affordance of livestream platforms can facilitate users to participate 
in live discussions with a mind of ease. By reviewing the literature and livestream platforms, we identify 
two simplicity enablers: anonymity, and communication visibility (Lowry et al. 2016; Leonardi 2014). 
Literature suggests (e.g., Lowry et al. 2016) that anonymity, the feature of striping the identity information 
of participants, allows participants to discuss freely. When users learn that they are able to take an action 
to keep anonymous, they worry less about incurring consequences (e.g., being judged). As a result, they 
tend to be less concerned when expressing different ideas and opinions, and thus are more likely to be active 
in live discussions and other political activities.  
Another enabler for simplicity we identified is communication visibility (Leonardi 2014). Being able to see 
their own and others’ messages, participants of streaming video platforms receive a visual picture of 
dialogues. This enables participants to process such dialogues with less cognitive effort since they can not 
only aggregately but visually interpret the dialogues. Being able to view dialogues contributed by all types 
of participants, an individual participant can be exposed to different, novel ideas and opinions, find shared 
political interests, and get questions answered in a timely manner. As a result, they are more facilitated to 
take political actions. Therefore, we hypothesize: 
H3: Simplicity is positively associated with political mindfulness.  
H4: Simplicity is positively associated with political participation. 
Persuasion is an attempt to change behaviors or attitudes through communicating messages that can 
motivate audiences (Petty and Briñol 2015). One key type of persuasive affordances can be perceived by 
audiences is motivators that afford their affection and emotion (Zhang 2008). FBM suggests motivators 
should focus on emotions such as pleasure and social acceptance. Following this view and reviewing the 
literature (Ou et al. 2014, Hartmann and Goldhoorn 2011, Lim et al. 2012), we identify two perceived 
motivational affordances on streaming video platforms: presence and co-experience. Literature in 
judgement and decision making suggests that emotions experienced while making a decision are 
incorporated as information into choices (Weber and Johnson 2009, Schwarz 2002). Appraisal theories of 
emotion believe that thinking and feeling are inextricably interrelated (Ellsworth and Scherer 2003). 
Therefore, we argue that motivators work from the central route of persuasion. The affect being afforded 
will serve as relevant information to push forward the consideration of novel ways. This consideration will 
eventually lead to target behaviors.  
Presence is a perception of feeling physically and psychologically close to others in a virtual way (Ou et al. 
2014). There are three types of presence: telepresence, social presence and parasocial presence. 
Telepresence refers to a perception of being physically present at a place in the distance (Steuer 1992). 
When under the perception of telepresence, a participant feels he/she were at the site of the broadcaster’s 
location. Social presence refers to a participant’s perception of being able to feel human warmth and 
sensitivity via human contacts as if he/she were in the real world (Steuer 1992). Parasocial presence, on the 
other hand, refers specifically to an individual participant’s perception that he/she is able to have one-to-
one and intimate interaction with others such as the broadcaster (Hartmann and Goldhoorn 2011). 
Parasocial presence manifests itself as an individual’s illusive sense of intimacy or mutual awareness with 
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media personas (e.g. celebrities, news hosts, politicians) (e.g. Brown 2016). Feeling present, participants 
develop a feeling that they are able to have live, exclusive interactions with the politician who broadcasts. 
As such, they are more attentive to the context of political discussions and thus to adopt a political mindset 
and engage in political activities. Therefore, we hypothesize: 
H5: Presence is positively associated with political mindfulness.  
H6: Presence is positively associated with political participation.  
Co-experience is defined as the perception of being able to co-create social interactions with others to share 
mutual feelings and affections (Battarbee 2004). When feeling of being able to co-experience with others, 
a participant perceives he/she is able to belong to a larger group, share his/her judgment and cognition on 
issues with others, and influence and be influenced by others (Lim et al. 2012). In the current research 
context, co-experience enhances participants’ awareness of various political issues and perspectives, and 
further motivates them to become actively involved with others on the platform.  Therefore, we hypothesize: 
H7: Co-experience is positively associated with political mindfulness.  
H8: Co-experience is positively associated with political participation.  
FBM suggests that to actualize a target behavior, participants need to receive a timely trigger (Fogg 2009).  
A trigger is a call to action and a cue to prompt the target behavior. In design, triggers are shown as digital 
nudges such as a pop-up message, a ring-tone reminder, a “click here” button, just to list a few. Digital 
nudging is designed to guide people’s behavior with a “gentle push” (Weinmann et al. 2016). When 
participants are aware of being digitally nudged, they are more mindful of opportunities for various 
participation activities. At the same time, participants can actualize the behavior (in this case, political 
participation) suggested in the digital nudging. Therefore, we hypothesize: 
H9: Nudging is positively associated with political mindfulness.  
H10: Nudging is positively associated with political participation. 
Mindful people tend to be more aware of the context of their actions, more goal-oriented toward their 
actions, and more willing to explore new goals and opportunities (Addas and Pinsonneault 2018). By the 
same token, participants being politically mindful tend to actively process persuasive messages and open 
to ideas and policies stated in the messages. This openness to new political views creates opportunities to 
reconstruct political preferences and lead to goal-oriented actions: political participation. Therefore, we 
hypothesize: 
H11: Political mindfulness is positively related with political participation.  
Method 
We will conduct an online survey to test our research model. Survey participants will be recruited from 
Amazon Mechanical Turk. The survey has two parts. In the first part, participants will be asked to watch at 
least 10 minutes of a live-streaming video of political content at the time when a politician is live-streaming 
on a platform (i.e., YouTube) and post at least one comment on the platform. This is to ensure that every 
participant in the study have experience using a live stream platform to watch political campaigns. After 
that, they can proceed to the second part of the survey which takes about 20-30 minutes to complete.  We 
develop the measures based on prior literature and adapt them to the current research context. All measures 
are based on seven-point Likert scales. Items for synchronicity were adapted from Addas and Pinsonneault 
(2018) and Dennis et al. (2008); items for simplicity were adapted from Lowry et al. (2016) and Leonardi 
(2014); items for presence were adapted from Ou et al. (2014) and Hartmann and Goldhoorn (2011); items 
for co-experience were adapted from Lim et al. (2012); items for mindfulness were adapted from Addas and 
Pinsonneault (2018); items for political participation were adopted from Gil de Zúñiga et al. (2014). Table 
1 lists the construct definitions and their main references. 
Construct Definition Reference 
Simplicity The perception of being able to make communications 
effort-less and worry-free.  
Lowry et al. 2016; 
Leonardi 2014 
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Synchronicity The perception of being able to have simultaneous and 
multiple communications and instant transmissions of 
messages.  
Addas and 
Pinsonneault 2018; 
Dennis et al. 2008 
Presence The perception of being physically present at a site and 
having direct human contacts and even one-to-one 
interactions. 
Ou et al. 2014; 
Hartmann and 
Goldhoorn 2011 
Co-experience A perception of being able to belong to a group and 
influence each other.  
Lim et al. 2012 
Nudging A perception of being nudged by cues that prompt desired 
actions. 
Weinmann et al. 
2016 
Political 
Mindfulness 
A state of active deliberation on political messages and 
openness to multiple perspectives and new political views. 
Addas and 
Pinsonneault 2018; 
Political 
Participation 
Intention to participate in various political activities. Gil de Zúñiga et al. 
2014 
Table 1. Construct Definitions and Main References 
Discussion and Conclusion 
This study explores how livestream platforms’ persuasive affordance features can foster political 
mindfulness and promote political participation. The theoretical framework, based on behavior model of 
change, identifies ways to afford users with sufficient ability, sufficient motivation and effective triggers.  
Our research contributes to the affordance literature by identifying various persuasive affordances 
perceived by users and supported by system properties of online streaming platforms for politics. Moreover, 
we add to the affordance literature by exploring the relationship between persuasive affordances and 
political mindfulness. This study also contributes to theory by focusing on synchronous computer-mediated 
communication in the political context. The persuasive framework on communication also fills the gap of 
previous computer-mediated communication research that aims at researching effective coordinated 
behaviors and shared understanding. We, instead, aim to find out the effect of political persuasive 
affordances of livestream platforms on participants’ mindful thinking and eventual participation in political 
acts. We will empirically test our theoretical model in the next phase. With our findings, we can inform 
system designers of existing or new live streaming platforms for e-politics about how users afford persuasive 
affordances and how they are persuaded. Meanwhile, we can provide insight with politicians into how 
persuasive affordances work and thus effectively engage participants in various political activities to 
support them.     
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